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WARNINGS 

READ BEFORE USING YOUR SEGA VIDEO GAME SYSTEM 
EPILEPSY WARNING 

A very small percentage of individuals may experience epileptic seizures when 
exposed to certain light patterns or flashing lights. Exposure to certain patterns or 
backgrounds on a television screen or while playing video games may induce an 
epileptic seizure in these individuals. Certain conditions may induce undetected 
epileptic symptoms even in persons who have no history of prior seizures or epilepsy. 
If you, or anyone in your family, has an epileptic condition, consult your physician 
prior to playing. If you experience any of the following symptoms while playing a 
videogame — dizziness, altered vision, eye or muscle twitches, disorientation, loss of 
awareness, any involuntary movement or convulsions — IMMEDIATELY discontinue 
use and consult your physician before resuming play. 

PROJECTION TELEVISION WARNING 

Still pictures or images may cause permanent picture-tube damage or mark lh(> 
phosphor of the CRT. Avoid repeated or extended use of video games on largt>- 
screen projection televisions. 

SEGA SATURN VIDEO GAME USE 

This CD-ROM can only be used with the Sega Saturn system. Do not attempt to play 
this CD-ROM on any other CD player; doing so may damage the headphones and 
speakers. This game is licensed by Sega for home play on the Sega Saturn system only. 
Unauthorized copying, reproduction, rental, public performance or broadcast of Ibis 
game is a violation of applicable laws. 

The characters and events portrayed in this game are purely fictional. Any similarily 
to other persons, living or dead, is purely coincidental. 

HANDLING YOUR COMPACT DISC 

□ The Sega Saturn compact disc is intended for use exclusively on the Sega Salurn 
system. 

□ Avoid bending the disc. Do not touch, smudge or scratch its surface. 

□ Do not leave the disc in direct sunlight or near a radiator or other source of heal, 

□ Always store the disc in its protective case. 

ESRB RATING 

This product has been rated by the Entertainment Software Rating board. For infor- 
mation about the ESRB rating, or to comment about the appropriateness of the rating, 
please contact the ESRB at 1-800-771-3772. 

Visit Sega's Internet Sites at: 
web site: http://www.sega.com 

email: webmaster@sega.com 

CompuServe: GO SEGA 


■HIMIO-SEii 


Learn SEGA game secrets 
from the masters. Call Now. 

U.S.: 1-900-200-SEGA S.95/niin (recorded), SlSO/mm 
(live) Must be 18 or have parental permission. 

TTD phone required. Sega of Amerka 
Conoda: 1-900-451-5252 US $1.50/min (recorded/live) 


For French Instructions, please call: 
Instructions en fran^ais, telephoner au: 1-800-872-7342 
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starting Up 


1 . Set up your Sega Saturn system as described in its instruction manual. 
Plug in Control Pad 1 . For two-player games, plug in Control Pad 2. 

Note: Toshinden URA^^ is for one or two players. 

2 . Place the Toshinden LIRA disc label side up, in the well of the CD tray 
and close the lid. 

3 . Turn on the TV or monitor and the Sega Saturn. The Sega Saturn logo 
appears on screen. If nothing appears, turn the system off and make 
sure it is set up correctly before turning it on again. 

4 . If you wish to stop a game in progress and return to the on-screen 
Control panel, simultaneously press Buttons A, B, C and Start on the 
Sega Saturn Control Pad. When the game Title screen appears press 
A, B, C and Start again to go to the on-screen Control panel. 

Import'ant: Your Sega Saturn CD contains a security code that allows the 
disc to be read. Be sure to keep the disc clean and handle it carefully. If 
your Sega Saturn system has trouble reading the disc, remove the disc and 
wipe it carefully, starting from the center of the disc and wiping straight out 
toward the edge. 




The Toshinden Tournament is over. Through the battles some of 
the fighters have uncovered much about the shadowy events 
surrounding their lives. But the others now head home with little 
more than a few bruises and unfulfilled dreams. None of them, 
however, are aware that a new battle is about to begin. 

Throughout the world, martial arts experts are disappearing. Police 
from various nations are cooperating in an international manhunt 
to find the criminal responsible for tbe murders. Yet no motive has 
been established, and there is little evidence available. A wave of 
terror has struck the world, and now even the strongest and 
bravest of fighters are not safe. 

The former contestants of the Toshinden Tournament find 
themselves in a world gone mad. It is not inconceivable that one of 
them is responsible for the current chaos. But who is behind the 
disappearances, and for what purpose? All of the fighters came to 
the Toshinden Tournament for different reasons, but they are all 
fighting for the same reason now: SURVIVAL. 
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Take Control! 


Right Shift Button 
(Button R) 


Button Z — 
Button Y — 
Button X — 

Left Shift Button 
(Button L) 


Directional Pad 
(D-Pad) “ 


Start Button 
(Start) - 


Button A 
Button B 
Button C 



Control 

Select screen 

During Play 

Start 

Forwards to next screen 

Pauses game; resumes play 

D-Pad 

(L/R) 

(U/D) 

Sets options 

Moves highlighter 

Controls fighter 

Controls fighter 

Button A 

Forwards to next screen 

Fighter performs Weak Kick 

Button B 

Returns to Mode Select 
screen from Options 

Fighter performs Hard Kick 

Button C 

Forwards to next screen 

Fighter performs SPECIAL 2 
attack 

Button X 

No function 

Fighter performs Weak Slash 

Button Y 

No function 

Fighter performs Hard Slash 

Button Z 

Game Help Menu 
appears on Start/Option 
screen 

Fighter performs SPECIAL 1 
attack 

Button L 

No function 

Fighter performs B(ack) Rotate 
move 

Button R 

No function 

Fighter performs F(ront) Rotate 


Note: All of the default gameplay button functions listed above except for 
Start and D-Pad can be changed. See Options, pages 6—7. 
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Non-default Controls 

Many of the Connmand Buttons (i.e, DASH Button) listed on pages 11-13, 
and Special Buttons 3 and 4 listed on pages 14—24 are not default 
controls. Refer to the Control Type option on page 7 to access these 
controls. 


Getting Started 



After the Sega™ and Takara™ 
logos, the Toshinden LIRA intro 
begins. Watch the characters in 
action and then access the Title 
screen, or skip the intro and go 
directly to the Title screen by pressing Start. 
Press Start from the Title screen to bring up 
the Mode Select screen. 



On the Mode Select screen, select 
one of the battle modes or access the 
game Options. Press the D-Pad UP or 
DOWN to highlight, and Start or 
Button A or C to select. 



1 P Game 

The way to win in this mode is pretty simple: don't lose a match. The more 
opponents you defeat, the closer you'll get to the final showdown. 


VS Human 

One match determines the winner in this two-player fighting mode. 


VS Computer 

Try a little training with the character of your choice. You 
also get to select your computer-controlled opponent. 


Options 

change the settings for selected features of the game. 


Battle Modes 

IP Game 


One by one your opponents come at you with a single goal in mind, to 
knock you out of the tournament. After all, you're in their way on the path to 
the final showdown. Guess that's just too bad for them, because they're in 
your way too. 


Choose your fighter from the Player 
Select screen. Press the D-Pad LEFT or 
RIGHT to highlight a fighter, then Button 
A, B, C, X or Y to select. The computer 
then selects your first opponent. 

Should you lose a match you can still 


keep going. To continue, press Start before the countdown 
reaches zero. There is no limit to the number of times you 
can continue your game. 

VS Human 




Players select fighters at the same time on the Player Select screen. Press the 
D-Pad LEFT or RIGHT to highlight, then Start or Button A, B, C, X or Y to 
select. If desired, both players can select the same fighter. 

Note: Your fighter's appearance depends on the button you press to select 
him/her. 


After the fight, a screen appears showing 
the breakdown of wins, losses, total 
number of times played for all fighters, 
and who controlled them (either Player 1 
or 2). Press Start or Button C to return to 
the Player Select screen. Press Start and 
Buttons A, B and C at the same time to 
return to the Title screen. 



VS Computer 


Select your fighter first, then select the fighter for the computer. Press the 
D-Pad LEFT or RIGHT to highlight, then Button A, B, C, X or Y to select. You 
can continue a game by pressing Start before the countdown reaches zero. 


Options 



Press the D-Pad UP or DOWN to highlight an option and LEFT or RIGHT, or 
Button A or C to change the setting. 

LEVEL (1-8) 

Set the skill level for computer-controlled opponents. The higher the number, 
the more talented your opponent. 

BOUT TIME (0, 60, 99) 

Select the length (in seconds) for the round. 

SET POINT (1-3) 

Use this feature to set the number of rounds needed to win the match. 


STRENGTH (50-120) 

The higher the number, the less damage your character takes when hit. Set 
the value in increments of 1 0. 





GUARD TYPE (NORMAL, AUTO, NO GUARD) 

When AUTO is selected, your character automatically guards against most 
attacks- no button pressing is needed (long-range attacks will still damage 
your character, however). Choose NORMAL and you need to use the 
controls in order to guard. If you are feeling really brave go for a match 
with NO GUARD selected; pressing the Guard Button won't get you out of 
trouble here. 

CONTROL TYPE ^ 

Configure the game controls to your tastes with this option. Press the D-Pad 
UP or DOWN to highlight the control, and LEFT or RIGHT to assign a 
function. For a list of moves see pages 1 1—24. 


CAMERA ACTION 

Select the view of the game. Refer to the following list for a description of 
the views. 


NORMAL 
FAR SIDE 
HIGH SIDE 
LOW SIDE 
BACK 

FRONT 


Control your fighter from a few feet away 

View from the edge of the ring 

Watch from above with this view 

Get right up next to the combatants 

Select the view from directly behind Player 1 or 

2's fighter 

The focus is on Player 1 or 2's fighter 


SOUND TYPE 

Choose either Stereo or Mono (monaural) sound. 


When finished with the Options, highlight EXIT and press Button A, B, C or 
Start to return to the Mode Select screen. 


Options Help 

Press Button Z on any Options screen to bring up the Options Help screen. 
This is a short explanation of some of the features of the Options screen. 
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How to Win...and Lose 


Timer 



Wins 


Overdrive Bar 


Player 2/ 
Computer 
Info 

Life Bar 
Fighter Name 


Overdrive Bar 


Taking the Round 


To win a match in Toshinden LIRA you need to win the number of rounds 
listed on the Options screen (see Set Point, page 6). Win a round in one of 
three ways: either beat your opponent until no life remains in the Life Bar, 
inflict more damage than you take by the time the Timer runs out, or knock 
your opponent out of the ring. 

Fighting Moves and Speciai Attacks 


The moves which you can use for any fighter are listed in Using the Fighter 
on pages 10—1 3. Refer to the fighter descriptions on pages 14—24 for 
Special Attacks unique to each fighter. 

Overdrive and Secret Attacks 


In addition to Special Attacks, fighters can perform very powerful Overdrive 
and Secret Attacks which can only be used at certain times of the game. 

The Overdrive Bars appear at the bottom of the game screen. When 
contact occurs between fighters, the levels in the Bars rise. When the Bar is 
full and begins flashing, it's time to go after your opponent with the 
Overdrive AttackI Overdrive Attacks are designated by "(O)" and are 
listed on the character pages (pages 1 4—24). 


8 


In most fighting games, once your character's Life Bar starts flashing the end 
is near. Not so in Toshinden LIRA. The Secret Attack is your last chance to 
surprise your opponent right when you seem to be on the ropes. Secret 
Attacks are designated by "(SA)" and are listed on the character pages 
(14-24). 

Pausing the Game 

Press Start during gameplay to bring up the game's Pause screen. You then 
have three choices: 

CONTINUE To resume play (to continue on the Pause 
screen, Button A or C can also be pressed) 
OPTION To access the Options screen 

RESET To quit the match and return to the Title screen 

Highlight an option by pressing the D-Pad UP or DOWN, and press Button 
A, C or Start to select. 

Pause Options 

All Options except LEVEL and SET POINT can be accessed with this screen. 
Refer to the Options screen on pages 6—7 for descriptions of options and 
an explanation of how to change settings. 

When you select Reset 

In the Confirmation Window select YES to return to the Title screen, or NO 
to return to the Pause screen. Highlight either by pressing the D-Pad UP or 
DOWN, and press Button A, B or C or Start to select. 

Pause Help 


Press Button Z while the game is paused to access the Pause Help screen. 
Character moves and Pause screen options are listed. When finished 
reviewing press Button Z to return to the main Pause screen. 



9 



Using the Fighter 

.... "'0 

These cW the mov ■ ' i ;'! all of the fighters in Toshinden. All of these . ■ 

instructions are for^wcharacter facing right. Reverse- the insliuctions when 
^^S^ haraeSter-is left."^ 


Basic Moves 

Press the D-Pad in the direction indicated to perforrn*fhe following mejves. 


Leap 

Backward 


BackwanM 


Crouch 

Forward 


Crouching 

Guard 


Crouch 


■■ 

.. ils key for the followi'pg pages 




Press (he D-Pad in the direction indicated 
-./ Hold the D-Pad in the direction indicated 
- R Press the listed button 
S'. - Hold the listed hiitton until the at tion is i iini|)leted 



On thelifel 

ri 

KSH But^nV D-Pad LEFT/RIGHB^ 


Your character moves a couple of steps in the direction you select This is ci 
good move to avoid g^ttacks or get in position to attack at close icinge. 

Rptatinn Moves 

These moves are useful in avoiding attacks and getting to the side rjf youi 
opponent Perform them and follov*' up with the attack of your choice to 
catch youi opponent off guard! 

jnfcgijy y s ii ilBi ; jSijiipgSiSfe 

(F. ROTATE Button) 

Your fightei peiforms a roll to the fiont of the screen. 

(B. ROTATE Button) 

Use this move to make your fighter roll towards the back of the 


A Rotate 

(A. ROTATE Button) 

The direction your fighter lolls depends on where hc/she stands in 
relation to~ the other fighter. 


Closing Rotation 

Hold the D-Pad in the direction of your opponent while rolling.|o 
close in on ||m/her. This will work with any of the rotation moves 
listed abo^^- « 



Full Run 

(->-v/«-^) 

(DASH Button + D-Pad LEFT/RIGHT) 


Sprint towaids oi riway from youi opponent with Full Run Like Quick 
Advance/ Retreat yon can get your fighter out of ham's way only fcistei, or 
take youi opponent by surpiiso by getting up in his/her face guit klyl 

- + Button R or I.) 

(DASH Button + D-Pad I FFT/RIGHT, then Bu|t<on^R or L) t 


Move sidbwoys in a hurry with Side Dash. 

Taunt (Taunt Button) ■*, 




itlH 


Make your fighter mock the enetny with Ais move.' When your fighter 

performs Thw^FrortlTthie enemy'sr^^erdriv^ Bar is partrally filhed?*ThtSTS , 

lititlecreitiinder to your enemy thg^Jpshe ne^BpI tPfc,help available when 
J| ' “'-A ' 

up you. Tp user must select Taunt ©mJiifi Options screen. The Taunt 

button not appear if the settings are irt D^ult Mode. 


H. Kick . 
W Kick 

I lesoButti 



' •‘J 


I lesif Button B for a «ard Kick or Button A for ^i4/eak Kick. 


H. Slash (Y) 

W.SIjsImX) 

These are the attacks the fightei performs with a weapon or by hand Press 
Button Y for a Hnid Slash or Button X for a Weak Slash. 


Hard VS. Weak... 


Why choose a Week attack if a Hard attack docs moie damage^ It's all in 
the timing The Hard attack is stionger, but takes longer to perfoim, which 
might leave you open to a counterattack Try out both types to discover 
-when it's besHo use the Hard and Weak attacks. 
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round if y 


do nothing, 
jtgn.eijver$ t' 


within reO' h perform this attack for rfflfajor blow 
“Tqprpjinent to the floor, fV&t <?P.the fighters perform throws, 
“dfl'lifem have other nasty sui prises m store. 


■oi" \ DOWN Button lor short distance pounce)"^ - 
(V + B or I . DOWN for lonf> distanc e po unce) 


Attack your Opponent while he or she ?s down with this' m'5^_iJse the short 
distance pounce for a quick attock when rioor your oppSnent, or thole 
^tance pounce when farther away. - 

r, * -/ - I i 

^ '4>n Defense 

Guard * 

(For Cirouching 


When Knocked Down... , 

Your figliter^^l eventyjal 
lisk bcirig attacked in the mean 
S"op p o n e n tr 

Roll to the Side 
(Button L or R) 

While down, hold either the L or R Button, and your fighter will roll to *£ 
the side. 4 

Roll lo or from Opponent 
or --) 

Jumping Recovery 

{■mw 




Tracy 


Height: 5'5" 
Weight: 115 lbs. 
Age: 21 
Blood Type: B 
Origin: USA 


Command 

<-:k SLASH 

+SLASH, orZ + C 

+ slash " ''f 
4/l^<- + Kli3K ' 


Name 

Cardiac Arrest 
Flip Kick 
Chopper Strike 
Ground Tazer 
Jackpoti#? W 
Headi^Mnp 
Poj^^^ick Butt 
Doiul^ Flip Kick (O) Z + C ^ 
Badge Barrage 
(SA) or Z +C:% 


Note: Tracy can use Jackppt,iy|^test(i th#!i||sjjj; 


Special Button 

SP^« 

SPKIAL 3 


SPECIAL 4 


slA^w?? 


Tracy is a wildcard, good at fighting but i^redlctable. She was suspended 
from the police force severaf'fffcfFi^s ago,®® nas since been looking for 
odd jobs to help her survive. 

Currently, Tracy spends her time surfing the^net, looking for work and doing 
anything else that amuses her, .She comes across the story of the "replicant 
warrior," created by a well-known Chinese Scientist, and immediately knows 
this is the job to get her back on the police force. Tracy decides to search 
the streets first to find more about the replicant. 
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Ripper 


Height: 6'0" 



Weight: 170 lbs. 
Age: 27 


Blood Type: Unknown 

Origin: Unknown ' ft 


Name 

Comm.ind 

Special Button 

Sidewinder 

SLASH ' 

SPECIAL 1 

Jamming Out 

f^LASH- 

SPECIAL 2 

Break Out 

i 14^-1- KICK, orZ + C 

SPECIAL 3 

Lightning Stinger 1 


SPECIAL 4 

Lightning Stinger II 
Lightning Stinger III 

SLASH 


Cutting Edge (O) 
Dancing Shadow 
(SA) 

HARD Kiel or Z + C 



Little is known about the man th'i^edia now calls the Ripper. He is a prime 
suspect in the recent murclei'„i;jli''pnly because he has been seen stalking the 
streets and asking questions orbput other fighters 

Ripper prefers twin razoi-shai|? blades in combat, and despite >his size, is an 
extremely fast fighter. His last b^tfTe with Eiji ended when Ripper wounded 
Eiji. Ripper has vowed to dcfcd|the master swordsman in their riext 


confrontation. 
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Ronron 



SLASH 
’ :i» 


Height: 5'3" ^ 

Weight: 1 08 lbs. { . t .. 

Age: 24 f ' ' 

Blood Type: B v 

Origin: People's Republij^rrt t hiii<i^'' 

Name 

Bomber Ball 
Bomber Bowling 
Zapper Stick 

. or 

Stun Hammer (O) - 7 


Special Button 

^S£ECIAL 1 
*^CIAL2 
3l>ECIAL 3 or 
^ SPECIAL 4 


Ronron Panic (SA) 


Note: Ronron can'usf 


Ronron was the chief scierrtist for tie Toshinhei Project, conducted by 
Interpol. This project aimed%> creese a repliiant warrior for peace 
enforcement and anti-terrorist use. 

Immediately following the project's completion, however, the replicant was 
stolen by Ronron's superior. Infuriated that the replicant she created was 
being used for evil purposes, she has decided to go look for the replicant 
and deactivate it. 
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Eiji Shinjo 


Height: 5'9" 
Weight: 138 Ihs. 
Age: 22 
Blood Type: A 
Origin: Japan 


WWf 


Name 

’Command 

Special Button 

Rekkuzan 

Si-»>^kASI 

! SPECIAL 1 

Hishouzan (Kai) 

+ SLASH 

special 2 

Mukurowari 

^4/1^ +1lASH 
orZ + C 

SPiilALS 

Ryuseikyaku (in air) 

4/1^^+ KICK 

SPECIAL 4 

Syugekidan 

^ + KICK 


Jigokumon (O) 

z + c 


Byakki Mousyuken 

WEAK SLASH, or Z + C 

l" 

(SA) 

.f 

Note: When you use 

SPECIAL 4 Ei|i porforms cJ 

Bard Kick. 


Wjf 

Eiji finally met his missing bro ther She Juring the Toshinden Tournament, 
only to have Sho reject his offer to return home. Although Sho has 
disappeared again, Eiji is not sOj;con< erned vvith finding his brother this time, 
since he has found another^^bjectivi : sat Ripper. 

In his last fight with Ripper, Ei|i held the advantage for most of the battle. But 
it ended when Rippers krnives slashed Eiji, and Ripper stood over him 
saying, "Next time. I'll kill you." 
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Kayin Amoh 


Height: 5'10" 

itlfl 


Weight: 140 lbs. 

m ! M %■ w 


Age: 23 



Blood Type: AB 

.| ^ 'dr 


Origin: Britain 



Name 

Command 

Spec iai Bi 

Sonic Slash 

4/ Si-»|+ SL|fSH 

SPECIAL 1 
SPECIAL 4 

Deadly Raise 

-^4/ Si ( SIASH 

Sf^AL2 

Leg Crush 

4r <4^ + KICK,®Z + C^’ 

SPECIALS 

Scottish Moon 

4/i4<- + K:ic^rz'+c., 

§ECIAL 3 

(in air) 

p 


Vertical Slash 

SI + HARD SLASH 

■ ■ 

Hell's Gate (O) 

Z + C 

Si sp 1^ < 7 1 ^ 4* Si .J+ 


Hell's Inferno (SA) 



HARD SLASH, or Z + 


"Eiji defeatedi" It was only a rjumor, but tftMewsfeached Kayin. And the 
man who had done it had a price on his h#^' an extra incentive for Kayin, 
the bounty hunter. But when he --av/ the videotape of Ripper, he clenched 
his fists. For those bright, hungry eyes,; the agile movements and overall 
appearance reminded him of himself when he had first become a bounty 
hunter. 
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Sofia 


Height: 5'8" 
Weight: 110 lbs. 
Age: 25 
Blood Type: A 
Origin: Russia 

Name 

Thunder Ring 
Aurora Revolution 
Jewelry Shower 

Rattlesnake 
Fascination (O) 
Call Me Queen 
(SA) 


Command' ■'/ 
y 4,<^<-'+;SLA5H '’ j- 

+ SLASH .r 


*-r.. --i 

:: ^1^ 


t:KICK,y- 

or Z + 

f SLASH 

z + c ' ■ 

+ hard sla^h, 

orZ + C = 


/ 


Special Button 

SPECIAL 1 
PECIAL 2 
SPECIAL 3 

SPECIAL 4 


Note: Pressing SPSCIj^L ] with Thunder'Ring sends the rings skyward. 

Sofia can usd both Thunder Ring and Aurora Revolution while in 
the air. | 


Ronron's not takini 
phone call there, c 


any chances with the leplicant. A phone call here and a 
nd before long someone named Sofia is on her payroll. 


Sofia looks forwar^ to the new adventure It vyasn't hard to convince 
Ronron to pay for 4 new outfit and share some of that wonderful technology 
to build an even m^re lethal vyhip than ^e previous one. Anything to get 
her name out that sfJ^S the toughest fig|iteT of all is well worth Sofia's time. 


■'-sir 



19 


Rungo Iron 


Height: h'l" ' • 

Weight: 20.'{ Ihs. 

Age: 31 

Blood Type: A . , 

Origin: USA ' 

Name , . ^g_nri mand . . Special Button 

Fire Strike + SLASH . " ' SPECIAL 1 

Power Thrust -t KICK , SPECIAL 2 

Spinning Chargi’ Si y_^SlASH^ ' SPECIALS 

Step and Swing, then + HARD SLASH 

Batter Up . i SLASH 

Brutal Siorapei +-KICK SPECIAL 4 

Hyper Batter Up (O) Z t C , 

Mega Fire Strike " 

(SA) HARD SLASH, or Zr-i- C 

t , 

Rungo was selected as a model for a mass-produced replicant. His data 
was collected thiough a fight with Toshinhei replicant. He is fighting 
because he i'. angiy that his data is being used for evil purposes. 
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Fo Fai 


Height: 5'0" 

Weight: 105 lbs. 

Age: 107 
Blood Type: AB 
Origin: Ancient Chinn 


Name 

Mystic Sphere 
Travel Sphere 
Upward Sphere 


i 


Pagoda Kick 
Claw Attack ^ 

Sphere Throw (O) 
Mystic Sphere Burst 
(SA) 


Command 
-♦tsi,Pi^<- + 5LASH 
VI f SLASH 

1 kickJ ■ 

then -> • hfj^RL) SLASH 
Z C 

+ HARD SLASH, or Z <- C 


Note: Fo Fai can use Mystic»h^e/ri the*A'if 


Special Button 

SPECIAL 1 
SPECIAL 2 
SPECIAL 3 

SPECIAL 4 


mi l . 


Fo Fai is the only Toshinden Tournoment fighter who dqes not mind that he 
is now on the streets of a fiantic woild -In fad, he relishes the chance to be 
here and add to the de,tiudion Gleefully, he strides dc wn the street of this 
paradise, the likes of wh ch he has novel seen befoie 

sharpening his claws, Fo realizes he has found the woild of his dreams. Yet 
there are always the foolish who attempt to restore order, and no doubt Fo 
will meet again those 'diots he had to battle in the tournament. For if he is 
out here, why should they not be hero too2 

I 


.1 
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Mondo 


Height: 5'10" 
Weight: 145 lbs. 
Age: 43 

Blood Type: AB 
Origin: Japan 

1 i| A 

f 

Name 

Command 

Special Button 

Shippu Tsuki 

- - ■ - .f .% / M- 


High / 

i Vl-> H blAS 

specIal 1 . 

Low 

4.kf<- + SIASH 


Shippu Temfsuki 

+ SLASH 

SPECIAL 1 

Goriki Raijin (in c^ir) 

'I'^-t&LASJH 

SPEcTaL 1 or 

% ^1 


SPECIAL 2 or 
SPECIALS 

Goriki Tenbu 

Goriki Fujin 

■^4'1 + sla: 

1 SLASH 

SPECIAL 2 
'SPECIALS 

W 

• or Z Ipf 

i 

Choriki Mondohou 
(O) 


i 

Choriki 

Vl-» i Vl-><- 

1 

Daibutsumetsu (SA) 

'T-IARD SLASH, < ’ 

lilB 



wilpW 

■Si!* Ii;®l 

1 


The head of the Yaki ninjd clan arrives^nd personally hands Mondo his 
next assignment. Such is not Lrnh6p|.d-;)Sff, ^ffa're. Mondo is curious as to 
the unusual handling of the affe^r, bu^ saysT nothing. He never questions the 
decisions of his superiors. 

Mondo must obtain diagrams ®f the iToshinhei Project replicant and deliver 
them directly to the head of the clan, not his immediate superior. Again, 
Mondo notices the breach in protocol, How interesting, yet it is not for him 
to wonder. He begins to meditate in preparation for his most dangerous 
mission ever. 
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Duke Rambert 


Height: 6'4" 

Weight: 165 II )s. 

Age: 43 

Blood Type: A 

Origin: Medieval Fr.nrice 






Name 

C ommand 

, Special Button 

Southern Cross 

>'ii 4. 1 

’ SPECIAL 1 

Cyclone 

4 ' SLASH ' 

SPECIAL 2 

Head Crush (in air)l 

t'SLA,SH 

SPl:CIAL 1 or 



SPECIAL 2 

Double Lunge 

->4-^ +'SLASH, 

SPECIAL 3 

Charge and Strike 

+ KICK 

SPECIAL 4 

Grand Cross fO) ^ 



La Fin (SA) 1 

HARD'SLASfd^or Z + Q- 



Duke’s in this battle because Ins motivation for entering the previous battles 
was to defeat Eiji, who had defOTi^& o^^" before. Now that he's heard 
that Eiji was defeated by Rippei, ho is joining the battle. 



Ellis 


Height: 5'1 " 
Weight: 101 lbs. 
Age: 17 
Blood Type: O 
Origin: Turkey 

Name 
Twinkle Twirl 
Arc Slash (in air) 
Flaming Crescent 

Tornado 

Air Dance (in air) 
Angel Kiss (O) 
Sweet Kiss (SA) - 




S' 




Command ^ 

Jr i^«- + SLASH ' 

J-i^'«- + SLASh4..* 

- SLASH 

’■B. 



+ KICK, orfc+C 
+ KICK, or Z + a 
C 

Ihard slash, 
rZ + c| 


Special Button 

SPECIAL 1 
SPECIAL 1 
SPECIAL 2 or 
SPECIAL 4 
SPECIALS 
SPECIALS 


Gaia, her father.. .is it true?;‘Ellts did confirm th'df Gaia was her father in the 
last tournament. Her reason for ertfering this one is a dream she had about 
her adoptive parents being killed, and a mysterious letter that arrived 
shortly afterwards. It was^ague, but definitely threatening. 


/ 
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Notes 


NOTES 


LIMITED WARRANTY 


Sega of America, Inc. warrants to the original consumer purchaser that the Sega Saturn 
compact disc shall be free from defects in material and workmanship for a period of 
90 days from the date of purchase. If a defect covered by this limited warranty occurs 
during this 90-day warranty period, Sega will repair or replace the defective compact 
disc at its option, free of charge. This limited warranty does not apply if the defects have 
been caused by negligence, accident, unreasonable use, modification, tampering or 
any other causes not related to defective materials or workmanship. 

To receive U.S. warranty service, call the Sega Consumer Service Department at: 

1-800-USA-SECA 

To receive Canadian warranty service, call the Sega Canadian Consumer Service 
Department at: 1-800-872-7342 

DO NOT RETURN YOUR SEGA SATURN COMPACT DISC TO YOUR RETAIL 
SELLER. Return thecompact disc to Sega Consumer Service. Please call first for further 
information. If the Sega technician is unable to solve the problem by phone, he or she 
will provide you with instructions on returning your defective disc to Sega. The cost of 
returning the disc to Sega's Service Center shall be paid by the purchaser. 

REPAIRS AFTER EXPIRATION OF WARRANTY 

If your Sega Saturn compact disc requires repairs after termination ofthe 90-day limited 
warranty period, you may contact the Sega Consumer Service Department at the 
number listed above. If the technician is unable to solve the problem by phone, he or 
she will advise you ofthe estimated cost of repair. If you elect to have the repair done, 
you will need to return the defective merchandise, freight prepaid and insured against 
loss or damage, to Sega's Service Center with an enclosed check or money order 
payable to Sega of America, Inc., for the amount of the cost estimate provided to you 
by ihe technician. If, after inspection, it is determined that your compact disc cannot 
he repaired, it will be returned to you and your payment will be refunded. 

LIMITATIONS ON WARRANTY 

Any applicable implied warranties, including warranties of merchantability and fitness 
for a particular purpose, are hereby limited to 90 days from the date of purchase and 
are subject to the conditions set forth herein. In no event shall Sega of America, Inc., 
he liable for consequential or incidental damages resulting from the breach of any 
express or implied warranties. 

The provisions of this limited warranty are valid in the United States only. Some states 
do not allow limitations on how long an implied warranty lasts, or exclusion of 
consequential or incidental damages, so the above limitation or exclusion may not 
apply to you. This warranty provides you with specific legal rights. You may have 
other rights which vary from state to state. 


